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INTRODUCTION 


Soccer is the greatest football game in the world. It is spectacular, exciting, and skilful. 

It also requires teamwork and thus is one of the finest character-building games played. 

Indeed, it is little wonder that more people throughout the world play this game than any 
other sport. 

The language of soccer is universal and it is a game above racial, religious, or political 
consideration. In fact, with such events as the FIFA World Youth Championship for The 
Coca-Cola Cup, it is an instrument of understanding and peace among people. 

Itis also a simple game, and West German coach Karl-Heinz Heddergott's fabulous 
text and diagrams show the techniques of interpassing and interchanging, ball control, 
instep kicking, heading, dribbling, feinting, and attacking. Along with the supporting text by 
Tom Anderson, the fundamentals of the game are easy to learn and understand. 

Young stars like the Argentine Diego Maradona have reached their current position in 
soccer because they were encouraged, helped, taught, and motivated by dedicated 
people who taught simple lessons. 

These stars also learnt that success does not come by itself; it is achieved through hard 
work, learning, and being totally committed to the game. 

We are sure that this book will help many thousands of young soccer players to enjoy 
and improve their game. 
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As a soccer player you are involved in the most popular game in the world. It is played in 
over 150 countries and by at least 25 million people. 

Whether you are highly skilled, average, or just a beginner you can experience the 
tension and excitement of a soccer game. You don't need the ability of a top professional 
to enjoy soccer. Young or old, male or female, this is a game for everyone. 

Goals are what soccer is all about. It is a team game — a simple game. Two teams are 
involved in a continual contest to score more goals than their opponent. 

The basis of the game is the same — every player is part of a team and no one is alone 
on the field. The game creates an infinite variety of situations but always they are part of the 
struggle between two teams for possession of the ball. 

Never forget that you are just one of eleven players. Watch your team mates, watch 
your opponents, and look for opportunities. While you practise, learn to become part of a 
team 

You must also “play fair” and be sporting at all times. Play hard but fair, help your team 
mates, and listen to your coach, and respect your opponents — they are your partners in 
competition and always remember it takes two teams to play but two good teams to play 
a good game! 

Winning is fun and exciting and indeed it is an important goal in every game. However, 
winning must be kept in its proper perspective and do not at any time adopt a “win-at- 
any-cost" attitude. 

Above all, enjoy your soccer and set goals for yourself in improving your skill and 
performance. Don't just compete against your opponents — compete against yourself! 
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Before discussing or highlighting any tactics in soccer, the functions of the positions in a 
team must be outlined and understood 

Every player must fully realise what is expected of him and he must also know what is 
expected of his team mates. A well-organised team will always defeat a side that goes on 
to the field not knowing what it should be doing. 


Goalkeeper 


This player is the last line of defence and his primary task is to guard the goal. When he 
is beaten the opposition has the goal at its mercy. He is not only the last line of defence but 
also the first line of attack, and the moves of his team should begin with him when he is in 
possession of the ball. This is achieved by his distribution of the ball, and whether he 
throws or kicks the ball it should always go to a team mate and never to one of the 
opposition. 


Back defenders 


In past days, full-backs and centre-halfs or stoppers were strictly defensive players. In 
modern soccer these players are not only defenders but they must also be constructive 
and at all times help in the attack. 

However, the first requirement of back defenders is to defend and to prevent opponents 
running past. They must know when to try and intercept a pass, when to tackle, and 
when to “jockey” an opponent into a corner. They must learn not to be “ball watchers" 
and get dragged out of position, The back defenders usually consist of the two full-backs 
and the stopper, although some teams use two players in the stopper position. 


Sweeper or libero 

This position is played either behind or in front of the defensive wall of back defenders. 
The players in the defensive wall usually mark their opponents tightly. The sweeper or 
libero is the free man not responsible for marking anyone. However, he is totally 
responsible for all cover across the full width of the field in defence. Also the libero must be 
ready to break through from behind into attack and this tactic gives the team a decided 
advantage if used properly. 


Midfielders 

These players are the “engine room’ of the team and in contact with play more than the 
others, They must have speed and ability and be able to read the game. They must 
provide the link between the strikers and the defence. They must also take part in final 
attacking movements and be proficient, all-round soccer players. It is usual to have two 
forward-searching midfield players and a player with the ability to restrict the opposition’s 
attacking play in the midfield. 


Strikers 


These players provide the excitement in soccer by scoring goals! This is a very difficult 
position to play in modern soccer because of the highly organised defences and tight 
man-to-man marking. The strikers must be courageous and willing to work hard off the 
ball as well as being able to score goals. Much of their running off the ball is for the benefit 
of other players in their team, Today they have to work hard to create space for 
themselves to score goals. They must be able to shoot with power with either foot and 
also be able to score with their head, 


SEGTOSSARY 
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Back pass: a ball passed back to the goalkeeper when there is no other solution 
available. 

Banana kick: a shot with a “bend” in it — one that can swerve around a defensive wall 
or deceive a goalkeeper. 

Booking: a caution from the referee following an offence, when he shows you a yellow 
card and notes your name. 

Centre (to): to pass or cross the ball from a wide position on the field into the penalty 
area or across the goal. 

Chip: ashort lob to pass over an opponent's head. 

Clear: a throw or kick by the goalkeeper or a kick by a defender to get the ball away 
from the goal area. 

Covering: taking over a team mate's position after he has left his area of the field 

Dribbling: a method of advancing past an opponent while on the run. 

Extra time: the duration of time played when no result has been obtained after the 
regulation period of play. 

FIFA: The world governing body of soccer — Federation Internationale de Football 
Association. It has around 150 member associations, and has its headquarters in 
Zurich, Switzerland. 

Forward: primarily an attacking player whose job it is to score goals 

Free kick: awarded against a team for infringing the laws. 

Goal: scored when the whole of the ball crosses the goal-line in between the posts and 
under the cross bar. 

Half-volley: kicking the ball as it rebounds off the ground. 

Lay-on: a short pass bringing a team mate into position for a shot or header at goal. 

Marking: guarding an opponent to stop his progress during a game. 

Midfield: the middle part of the team and the “motor” of the team — and the link 
between attack and defence. 

Obstruction: preventing an opponent from going on his way by standing in his path. 

Offside: probably the game's most controversial rule (see Law 11. page 83) 

Overlapping: when a player goes outside his winger on the flank to join in an attack, 

Penalty: awarded for a foul or handball, or an infringement committed inside the penalty 
area. 


Sandwich: when a player is “squeezed” on both sides by opponents. 

Screen: retaining possession of the ball and protecting it by keeping the body between 
the opponent and the ball. 

Set piece: a dead ball situation (free kick, corner kick, or throw-in) which, when 
practised, can create goal-scoring opportunities. 

Stopper: the new name for the former centre-half. 

Strikers: the players up front with the major responsibility to score goals. 

Sweeper: also Libero — the player who roams free, either behind or in front of the 
defensive wall, picking up stray passes or any opponents who have broken free. 

Trap: controlling the ball by means of the feet, thighs, head, or chest. 

Volley: kicking the ball while it is in flight. 

Wall pass: also known as the one-two pass — a pass to a team mate followed by a 
first-time return pass on the other side of an opponent. 

Wing: _ the area of the field next to the touch line. 

World Cup: the four-yearly event organised by FIFA with all member countries eligible 
to enter. 
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This section is devoted to skills, techniques, and suggested drills you can practise with 
your friends. They were devised by master coach Karl-Heinz Heddergott especially for the 
development of the young player. 

The basis of soccer is that every player is part of a team and no one is alone on the 
field. 

In this section we use the small-sided game as a practical way of learning soccer in a 
big match environment. As in “big games” you must learn to work with your team mates 
while being challenged by opponents. Find your own way to achieve your objectives. If it 
overcomes the situation confronting you, then it is the right way. 


an 


INTERPASSING AND INTERCHANGING 


To score goals, your team must have — and maintain — possession of the ball. 
Under challenge, that is never easy. When you pass to one of your team mates, you are 
presenting your opponent with his best chance to get the ball. 

Watch the movements and behaviour both of your team mates and of your opponents. 
When the chance to pass arises, decide how to pass. This is your decision. You can use 
the inside or the outside of the foot. You can pass back with the heel, or you can just tip 
the ball forwards. The situation will decide which is the right way. 


Game 1 


Let's start with the simplest situation and the smallest group — two against two. 
Two go for goal, passing the ball to each other, and finally trying to beat the opposing pair 
in goal. Do this with the inside or outside of the foot. When the attack is completed, 
the opposing pair attacks the same goal from the other side of it 

How did you do it? Was the foot of the playing leg pulled up or stretched downwards? 
Was it different when you used the inside and outside of the foot? Study the close-up 
drawings to find what you should have done. When you pass with the inside of the foot, 
keep it upwards. Stretch the foot downwards when you pass with the outside. 


Game 2 


Now we can increase the number of players to three-a-side. Each time we add a player 
we are increasing the possibilities for the player in possession, and also the problems 
and obstacles. 

The attacking group should start with one player on the right and another on the left of 
the player with the ball. Each player follows his own pass, moving into the position pre- 
viously occupied by his target player, and creating a triangular formation of interchanging. 

The objective is to score a goal past the three defenders who are positioned on the 
goal line. Alternatively, one defender can guard the goal, and his two colleagues can 
position themselves behind the goal to collect the ball. After each attack, attackers become 
defenders with the attack being launched from the opposite side of the goal. 

All the time you should adapt your passing to the movement of your team mates, 
but decide for yourself whether to use the INSIDE or OUTSIDE of the foot. Gradually, you 
can make this game more exciting by speeding up your interchanging and using only 
first-time passes. . 


Game 3 


All the time we are increasing the demands made on the attacking group. Each game 
must be more difficult than the last.So now one of the defending players comes off the 
goal line in an attempt to disturb the interpassing movement of the attackers. 

At the start, the defender should return the ball to an attacker if he succeeds in cutting 
off a pass. Later, when players'are more proficient,the defending side can start its own 
attack when it gains possession. (When you reach this stage, you will of course need two. 
goals—one at each end of the pitch.) 

Always, as before, the passer should follow the ball and continue the interchanging 
movement; but this time, move into positions AHEAD of the man in possession (and 
behind the defender) and demand THROUGH PASSES. Speed up the movements as 
you become more practised at them,and quicken your passing, but always remember 
that the objective is to put the ball past the defenders and into the goal. 
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Game 4 


There are many potential variations in these interpassing games. You can change the 
nature of the game completely by adding a third team. Don't be afraid of this complexity — 
you will soon enjoy the more complicated patterns you can create. For this variation, 
of course, it is essential to have two goals. 

Throughout the game, one team will be relaxing; another will be attacking and the third 
defending, with two ofits players on the goal line and the other challenging for possession 

This is how the game goes. Team A attacks B, B attacks C,C attacks A and so on. 
Concentrate on accurate passing and constant movement. Never stop and admire your 
pass, but follow it to change position with the target player. 

One hint here: if you have enough balls available, put one near each goal. That ensures 
the game keeps moving. When one ball crosses the goal line, the resting team can retrieve 
it, while the others continue the game. 


Game 5 

Now we introduce a supplementary player —the schemer. The organisation of the three 
teams remains the same, but the schemer will support the attacking side. He must be a 
good player whose passing is accurate so that he can guide the attacking players 

The defending side has one player on the goal line and two challenging the attackers. 
Thus, the game becomes more difficult for the attackers but they retain the numerical 
advantage. 

We play four against two—the schemer always starts with the ball 

The third team is “resting, but two of its players should move up the field behind the 
attackers. When the roles are reversed, they will then be in a position to defend as far 
forward from their goal as possible. 

Players should exploit space by creating depth and width with their passes, The schemer 
shouldn't start the attack before one of his players has reached a deep forward position. 


Game 6 

Now combine your three sides into two of five-a-side, to start a more complicated, 
demanding game. The defending team keeps two men on the goal line but the attacking 
team only one, giving the attackers a constant numerical advantage on the field. When the 
attack has been completed, one player must rush back and join his goalkeeper to reverse 
the numbers. 

You can reduce the demands made on the attacking side by adding a schemer td give 
the attackers five against three on the field, but finally increase the pressure, playing four 
against four, or even three against four with two attackers staying behind, one on the 
goal line, the other as a second defender. 

The attackers must create depth and width with their passes and, by keeping one deep 
forward as a probe, use the “killer pass" (see diagram). 


REMEMBER: Ee 

When passing with the inside of the foot, 

THE FOOT IS RAISED. 

When passing with the outside of the foot, 
THE FOOT IS POINTING ON THE GROUND. 


Adapt yourself to the situation and don’t forget— YOU CAN'T WIN A GAME WITHOUT 
SCORING GOALS. Your slogan must always be GO FOR GOAL! 
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BALL CONTROL — RECEIVING GROUND PASSES 


Most balls passed to you will have to be brought under control. Y ou will have little time to 
do it and are certain to be under pressure from the opposition, so you must think quickly. 
Decide how you are going to meet the ball and what your next move will be,immediately 
your colleague sends a pass towards you. 

Watch the other players as you control the ball and screen the ball from your opponents 
with your body. It will not be easy. Your concentration will be divided between the ball and 
the opposition. 


Game 1 

Now we set up some small-sided games to practise collecting ground passes. For these 
games we need only one goal, until Game 6. As usual, we start with the smallest possible 
game—two against two—with the objective of receiving and moving the ball with the 
INSIDE of the foot. 

The first player makes a ground pass. His team mate must move towards the ball, 
collect it with the INSIDE of his foot, move to the side and then pass it back to the first 
player who has, by now, moved to a different position. Keep repeating this until you have 
got past your opponents. Then change places with them. 

Remember when you are using the INSIDE of the foot, your TOE should be RAISED. 
Always move towards the ball as itis passed to you, and immediately put your body 
between the ball and your nearest opponent. Try to meet the ball and make your next 
move in one fluent movement. 


Game 2 


Now keep the same sides and the same moves, but practise with the OUTSIDE of the 
foot.This time, you must remember not only to keep the foot raised but also turned 
inwards with the outside of the foot towards the pass. Always move towards the pass and 
then to the side as you receive it and shield it.Gradually, as this game progresses, make 
use of both the INSIDE and OUTSIDE of the foot, making your own decision on which is 
appropriate to the situation. 


Game 3 


Now change to practising receiving and moving with a square pass. The first player 
should play a ground pass and move forward to collect a square pass return. The second 
player should continue to move towards goal. If the defenders prevent his team mate 
from shooting, he should be prepared to accept another pass and finish the move witha 
shot at goal. 

In this game, make your own decision about how to take the pass. The position of your 
opponents and the run of the pass will determine whether you should receive it with the 
INSIDE or OUTSIDE of the foot. But when you take a square pass, always use the foot 
nearest to the ball. 
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Game 4 


Now concentrate on using more speed. Often it will become necessary to meet the ball 
with your back towards your opponents and the goal, and then pivot to face them. 

Start with a quick sprint towards the player with the ball, putting distance between you 
and the man marking you. As you approach him, the player in possession should pass it 
gently into your path. Meet the ball with the INSIDE of your right foot, and make a quick 
right turn to face your opponent. 

If the marking man has followed you and is closing up quickly, you will have to return 
the ball to your team mate. At first, do not try a shot at goal after your turn but after frequent 
repetitions of the move you can finish off by shooting 

Study the drawings here. Make sure that the standing leg is far enough to one side of 
the ball so you can pull the ball away from its original direction. If you are too close to the 
ball, you will not have enough space to turn. 

When you have become practised in the move, create a two-against-one situation, 
with the original passer of the ball moving round the defender into position to 
GO FOR GOAL. 


Game 5 


Now we must consolidate what we have learnt so far, 

We play two against one in the field with one defending player protecting the goal. 
Receive and control each pass before passing the ball on or dribbling it. Apply the different 
methods of ball control and decide for yourself the best course of action to suit each 
situation, 

In this game you can include"taking over” of the ball. 

The first method involves the player in possession dribbling towards his opponent. 

He steps over the ball in order to create a block, screening the ball and moves forward 
pulling his opponent with him, His team mate crosses behind him and takes the ball over, 
moving off in the opposite direction. 

The second method involves the player without the ball approaching frontally his team 
mate in possession. The player in possession leaves the ball for his team mate to take 
over behind him, 


Game 6 


You should now be ina position to put together all these aspects of passing, 
interchanging and ball-control in one game. For this, you need a four-a-side game, with 
one player on each side acting as a goalkeeper and, for the first time in this set of six 
games, you will use both goals. 

All the moves you have practised can be brought into play. Always approach the ball 
passed to you, and secure possession by keeping your body between ball and opponent. 
Most of all, remember that when your are CONTROLLING the ball with the inside OR 
outside of the foot, the TIP of your foot is pulled UP. 


Game 1 


Game 1 
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BALL CONTROL — HIGH BALLS 


Never let a high ball bounce. That is the golden rule in controlling a descending ball 
Always kill it first time. Letting it bounce may make it easier to kill on the second bounce, 
but it gives your opponent plenty of time to challenge you for it. 

Not only must you kill the ball, but you must move it away in one fluent movement. 
Delay again presents a chance to your opponent. In soccer of a high standard, the usual 
method of collecting a sharply dropping ball is with the toe of the foot, with the ankle 
relaxed. Balls falling on a lower trajectory should be caught with the instep (the laced part 
of the boot) at knee-height. Both methods deaden the bounce. 


Game 1 

You can practise this by forming two teams of two. One of the attacking players throws 
the ball up and kills it with the toe part of the boot, passing it immediately to his colleague 
who shoots for goal. Then allow the other team to have a go. 

Remember, as the ball drops onto your toe, your foot should be slightly above the 
ground 


Game 2 
Now alter the game by trying to control balls thrown to you by your attacking colleague. 
He should vary them, alternating the dropping ball with the more arched trajectory, Kill and 
pass it back in one movement, to a position from which your team mate can shoot at goal. 
Make sure that the sharply dropping balls are killed with the toe just before touching 
the ground and the arched balls are caught at knee-height with your ankle flexed 
downwards 


Game 3 

You have learnt and practised the control of high balls. Now try doing it under pressure. 
The defender should not actually tackle you, but harass you close enough to present 
achallenge. 

Again, your team mate should throw you the ball. He should then move into open 
space to take your return pass, You can make this less predictable for the defender by 
occasionally moving past him instead of returning the ball to your colleague. Always be 
careful to shield the ball when you bring it under control, leaving the defender as little 
sight of the ball as possible. ‘ 
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Game 4 


In this game, try controlling a high ball with the inside of the foot. The foot that collects 
the ball should be drawn up, and the lower leg must be inclined forward over the ball like 
aroof.Study the drawings to see how it should be done. 

You can practise this in the same way as in the previous three games. Start by simply 
throwing the ball up for yourself, controlling it and passing it to your team mate in one 
move. Then do it with a ball thrown to you and, finally, under challenge from a defender. 


Game 5 


You can play the same game using the outside of your foot to control the ball. This time, 
remember that the playing leg will cross the non-playing leg. Raise your foot on the 
playing leg and twist it inwards to receive the ball 


Game 6 


Now combine the two. Make your own decision on whether to use the inside or outside 
of the foot. Always move with the ball as you control it. Never stop—that gives your 
opponent more chance to tackle you. 
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Game7 


You can now control a high ball, however it drops at your feet. But there will be 
occasions when the ball reaches you far too high to bring your feet into play. This is the 
moment when you must catch it on your chest. 

You could be faced with sharply dropping balls or even volleys coming straight at you. 
You may need to jump to meet them. The chest is an important asset you should learn to 
use for control 

With sharply dropping balls or those arching towards you, arch your body to control 
them. Your pelvis should be forward and back hollowed. When the ball is driven harder— 
and straight—allow your chest to give way, pulling it away from the ball to deaden the 
impact. 

As the ball drops from your chest, move forwards with it, gently pushing it with the sole 
of the foot, or to the side with the inside or outside of the boot. 

Play this game with the same two-a-side teams. One defender should be marking the 
player attempting to control the ball, and the other in goal to "save" the goal shot with 
which the attacking team should always finish its move. 


Game 8 

For the final practice of controlling high balls, introduce a schemer to both teams to 
make them three-a-side. The schemer's jobis to kick high balls to his two attacking team 
mates, which they should control and turn into moves towards goal. 

Each team should take it in turn to be attackers. In this game, make your own decisions 
about how you control each pass. Now you understand the basics, you should be 
attempting to “dummy'' the man marking you as you control the ball, 

Again, the emphasis is on what actually happens in a match. It is useless practising 
control on its own, once you have mastered the basic technique. Everything in soccer is 
done under match pressure —you must create this feeling in practice by playing 
small-sided games. 

The defender will not wait patiently while you bring a ball under control. Think ahead— 
try feinting to fool the marking man as you control the ball. Bend your body in one direction 
and move quickly the other way. 

The most important thing of all is retaining possession. The team in possession is the 
only team with a chance of going for goal. At all times, make sure you have the ball under 
control or you are making it too easy for your opponent 


Game 7 
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INSTEP KICKING 


Nothing in soccer is more exciting for the spectator and more satisfying for the player than 
hammering a shot at goal with the instep. It is the most powerful shot in soccer and the 
most spectacular. 

But the instep is used in many other ways. A ball crossed into the danger area from the 
wing will be struck with the instep,and so will the long-distance pass forward toa man 
moving into an attacking position. 

The kick is not confined to attackers and schemers. Even the goalkeeper will need to 
practise instep kicking for his goal kicks and the defenders will use it for controlled 
clearances. 


Game 1 

The instep kick illustrates perfectly how soccer played correctly as a team game, is a 
total sport. Players must be all-rounders, capable of moving effectively into any position on 
the field during the course of the game. 

Thus we can involve all players in games designed to practise instep kicking. The most 
basic practice is a player taking a direct free kick at a goalkeeper. This is a real match 
situation, with the ball stationary, the easiest way to learn the technique. 

Start by organising yourselves into two-a-side teams. The first attacker takes his shot at 
adefender guarding the goal and immediately follows behind the shot to take over in goal. 
The second defender, meanwhile, will be positioned on the other side of the goal to shoot 
the ball back. ; 

Study the drawings to see whether you are doing it correctly. s your foot stretched 
downwards or raised? 

You will see from the drawings that it should be stretched downwards with the ankle 
locked. You can determine the height of the shot by moving your body forward over the 
ball. The more forward your body is, the lower your shot will be. 


Game 2 


Obviously, in a real match, you will only ever be presented with a clear, stationary shot at 
the goal when your team has been awarded a penalty. More often, you will be taking free 
kicks facing a “wall” of defenders. So re-create this situation in practice. 

In this second game, put one of the defending players in a position between you and 
the goalkeeper to act as a one-man “wall” What can you do? Obviously a straight shot is 
not possible, so you will have to swerve the ball around the wall 

This means hitting the ball with the inside or outside of your instep. Take it in turns again 
to hit free kicks from either side of the goal with the “goalkeeper” moving out to act as the 
“wall” after each kick. The game will revolve, with a shooter always on each side of the 
goal and all four changing places. 

Howis your foot positioned? A study of the drawings will show you that it should be 
slightly different from when you were kicking straight. Itis still stretched downwards, 
with the ankle locked, but now the foot is turned slightly. To kick to the right of the wall, 
you will be using the outside of the instep and your foot will be angled outwards. To kick to 
the left, the foot will be twisted slightly inwards. 
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Game 3 


Add another phase to the game. This time, dribble the ball forward before making your 
shot. Keep changing position but don’t bother with a wall. You can make it more fun by 
each taking ten shots and keeping score. 

Try to keep your shots lower by bending your body forward, adjusting your stance to 
hit the rolling ball. You can vary the shot, too, by changing the angle, dribbling the ball 
parallel to the goal line and hitting your shot on the turn. Remember when shooting in 
this way your standing leg must point in the direction you shoot. 


Game 4 


You can practise crossing balls from the wings with the same set pieces of the free 
kicks or corner kicks. One player kicks in from the wing, another collects and shoots and 
one defender guards the goal. The fourth man retrieves behind the goal, but should 
practise his instep kicking when returning the ball to the wing man. Five kicks from each 
wing should be enough for each player. 

You can try all kinds of kicks from the wings. Hard, controlled kicks, either low or high, 
chipped balls, in-swinging or out-swinging — using the inside or outside of your instep— 
or “scoop” the ball, giving it a counter-spin by keeping the tip of your boot parallel with the 
ground and underneath the ball 

Try all these variations, first on a stationary ball and then with the ball rolling. 


Game 5 

Obviously it is more difficult to shoot from a square or obliquely angled pas&, or a 
through ball.Practise this in a two-a-side game, by moving downfield towards goal, 
passing and interchanging position until one of you is within shooting range. Then hit the 
ball first time from the final pass. Concentrate on your stance as you shoot. 

The player who shoots should move on into goal, while his team mates stay behind to 
retrieve the shot from the opposing team. 


Game 4 
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Game 6 


You can make this manoeuvre more difficult by using one of the two defenders to 
challenge your passing and block your final shot Initially, you may fail to achieve a first- 
time shot, but keep repeating the move until one pair has it right. Keep a tally of how many 
goals you score from how many attacks, and see if the second pair can beat your record. 


Game 7 

Now work on long-distance passing. Set up four goals, not less than 40 metres apart. 
Dont et your game be confined within the area bounded by the goals. Use the whole 
field moving beyond the goals to receive and deliver passes, but only shoot from within 
the playing area bounded by the four goals 

Obviously this will be an intense and physically demanding game. Choose three teams 
of four — each team should take it in turns to act as the four goalkeepers. Try not to tire 
any team too much.Change the resting team at least every five minutes, and keep a 
check on the scores 

You can practise every aspect of what you have learnt about kicking with the instep: 
using it for passing, shooting and crossing the ball. 


REMEMBER: 
The toe is always pointing downwards whether you kick with the INSIDE or OUTSIDE 
of the foot. 


30 


HEADING — FEET ON THE GROUND 


Heading is a vital technique which every player must master. You have already learnt 
several ways of using the feet and chest to develop your game. The head is the only other 
piece of natural equipment a player can legitimately use to advantage. Whatever position 
you play, it is invaluable to you. 

When we talk about the head, we mean the forehead and when we talk about heading, 
we mean the positive act of hitting the ball with the forehead. You must not just allow the 
ball to hit your head. It must be a positive act of meeting the ball. 


Game 1 


You can practise basic heading techniques by putting a team mate in goal, 
throwing the ball in the air yourself and trying to head it into the net. Try ten headers and 
then change places. 

What must you watch for? Tuck your chin into your chest and make your neck firm to 
meet the ball. Do not let it hit you, but arch your body and move into the ball. 
Remember to keep your eyes on it all the time. Let your concentration wander, even fora 
moment, and it could mean a painful blow in the face. 


Game 2 


Analternative game could involve three players. One acts as goalkeeper while the 
others compete against each other, taking it in turns to throw the ball into the air and 
attempting to score. Occasionally, make it more difficult for yourself by throwing the ball 
lower and forward and diving to head it. 


Game 3 

Now concentrate on heading goals from centres. Again you will need three players, 
one of whom will be goalkeeper. One player should serve the ball from a wing, either with 
athrow ora kick, while the third nods the ball into the net. Keep count of your goals to 
make the game competitive. This time twist your body as you arch it, to give a more 
powerful impact. 
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Game 4 


You must also be able to pass the ball with your head. Again we start very simply, 
as you throw the ball up for yourself and head it into the path of a moving team mate. 
He should collect the ball,and repeat the move, heading it back to you. Gradually you 
should move nearer the goal and when you are within range, head the final pass at goal 
Allthe time, watch your partner and adjust yourself to his movements Keep your eyes. 
on the ball and force yourself to arch and brace your body to increase the power of your 
header. Make the game more difficult by throwing the ball to your team mate and 
changing your position as you do. He will have to keep his eyes not only on the ball but on 
you, judging your next position in order to return the ball accurately. 


Game 5 


Now use heading in a short distance interpassing movement, adopting the same three 
two-a-side teams we used in normal passing and interchanging (see page 14). Use the 
whole length of the pitch, with one team acting as the team goalkeepers. Throw the ball 
up for yourself and head it to your moving partner. He should collect it and head it back in 
the same way. Try to score when you reach the goal area and keep score. 


Game 6 


Instead of throwing the ball up for yourself, have it served to you by your team mate. 
He should moveatter his throw and you should aim to pass accurately to him with a header, 
Always remember the golden rules of heading. 


Keep your eyes on the ball and use only your forehead. 
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HEADING — FEET OFF THE GROUND 


The ball will rarely arrive at exactly the right height for you to head it. You will often have to 
jump to meet it in the air. All the techniques you have learnt in the previous chapters still 
apply, but now you must calculate the right moment to jump and the point at which to 
meet the ball 

Furthermore, you will not bealone. Rarely does one player jumpalone for a ball, You are 
likely to be challenged in the air by an opponent and the man who has timed his jump 
most accurately will climb highest and have the best position to head the ball correctly. 


Game 1 


You can practise the basic jumping in the same way as in the previous chapter, 
Just throw the ball into the air again but this time jump to meet it. Have an opponent in 
goal and try to beat him with your header. See who scores the most from ten headers. 
Don't forget to arch your body to give your header momentum and take off from one leg. 
Each team of two takes turns, 


Game 2 

Now let your mate throw the ball for you to head. Try to nod it downwards and when 
you have headed a throw, take your turn in goal 

What are the important things to remember? Take off from one leg! Arch your body 
and firm your neck! And meet the ball with your forehead! On the ground or in the air, 
the rules are the same . 


Game 3 


Now comes the difficult part — meeting a cross from the wing with your head, in the air. 
Play two against two, with one defender guarding the goal and the other retrieving 
One attacker crosses from the wing — you must attempt to score 

Don't start moving towards the ball before it has actually left the kicker's foot. Take off 
from one leg and, in the air, twist and fling the upper part of your body towards the ball. 
The ball follows the direction in which you are twisting, 

Study the close-ups. You have taken off, with your body poised for impact. Are your 
legs close together or apart, about the width of your shoulders? The illustration shows 
you the right answer. The legs are astride, to steer you in your twisting movement. 

If your team mate finds it difficult to give you accurate service from the wing, * 
don't worry. He can make it easier by using a drop kick or a throw. 
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Game 4 


We make this practice more realistic by starting with a dribble and a passing inter- 
change, to beat a defender. Keep your teams of two but bring one defender onto the field 
to mark the attacker in possession. By now you should be practised enough not to need 
to throw the ball. Only kick the ball in this game. 

Start by dribbling the ball up close to the defender, passing to your partner and running 
past the defender to collect the first-time return pass. On the run, take the ball out to the 
wing and cross into the centre. Your team mate should have run into position to meet the 
cross and nod it into goal. 

If the defender cuts off your first pass or intercepts your cross, start again and repeat 
the manoeuvre until your team scores. Then change roles. 

The attackers should always be moving towards the ball. The player receiving the cross 
should position himself beyond the far post and, at the same time, “lose” his defender. 


Game 5 


This game is similar to the last but will teach you to head the ball in the air to a moving 
colleague. Again, only kick the ball —no throwing allowed 

Start the move with one defender in goal and the other retrieving. This time you /oft the 
ball to your team mate who heads it back into your path as you move. Take it out to the 
wing and cross for your team mate to nod into goal 

He should then move into goal while you retrieve and the other team takes a turn from 
the opposite side of the goal. After that, it's your team's turn again, and you and your 
partner switch the roles you previously played, so that now you finish off the move. 


Game 6 


A move which often produces goals is the cross, "laid off" with a header by one 
attacker, for another to run onto for a shot. Use both goals with one defender anda 
goalkeeper guarding one goal and the attacker starting from the opposite goal line 

You, the first attacker, should kick a high ball forward to your team mate, then run 
forward quickly to collect a header “laid off’ into your path. Dribble the ball towards the 
wing and cross to your team mate who has meanwhile eluded the defender marking him 
and run into position ready to head home. The striker becomes goalkeeper and the 
“winger” the defender when the teams change roles. And when your team becomes the 
attacking team again, you and your partner switch roles. 

Solid heading ability will often be decisive in a game. It is of great tactical importance 
both to defenders and attackers. Practise it thoroughly. Players reluctant to use their 
heads are as handicapped as the one-footed kicker, 
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DRIBBLING 


Dribbling is running with the ball. In soccer we often say “make the ball do the work." 
Passing it forward to team mates cuts down the running and is less tiring. But running 
with the ball can be very effective. Nothing is more enthralling to watch in soccer than a 
clever player breaking through the defence with deft close footwork. 

Dribble to reach and probe for openings. Dribble when there is no space to pass and 
you need to hold possession. It is a very individual skill and among the most creative in 
the game, but you must have lots of tricks in your repertoire to fool opposing defenders. 
The games in this chapter will add to your repertoire,helping to make you a more skilful 
dribbler, 


Game 1 


Use both goals, choosing two three-a-side teams. Two players from each side guard 
the goal, while one attacker attempts to dribble round a defender. You are the defender. 

You should not make it too difficult. Block the path of the attacker but do not not 
attempt to tackle him. However, he should attempt to deceive you, dodging to the left and 
right, making quick turns and spurts as you try to manoeuvre him away from goal. 

When he has beaten you and shot for goal, change places and see whether you can 
beat him. Remember to shield the ball, keeping your body between the opponent and the 
ball whenever possible 


Game 2 


Now increase the number of defenders blocking the attacker's path to two, Do not 
tackle the attacker, but when he has feinted to pass you, move behind your fellow 
defender to set up another line of defence. Keep falling back In this way until the attacker 
is close enough for his shot 

Keep the game flowing by having one player from the attacking team following up 
behind the man in possession. He can take over as attacker immediately after his team 
mate's shot; or, when the teams change roles, he will be ready to become the second 
defender. 

The attacker should keep varying his movements, be unpredictable and change pace 
and direction suddenly. 


Game 3 ’ 


Keeping the same three-a-side teams, reverse the numbers, with two attackers facing 
one defender. The free attacker should keep changing position, moving into free space, 
offering an opportunity for a pass from his team mate. You, as his partner, can opt to 
dribble past the defender if you prefer, but the decision is yours, just as it is ina real match. 
Rarely is only one solution possible,so become accustomed to making quick decisions. 


40 


a4 


Game 4 


The two attackers can add variety to their moves. The free man in Game 3 should now 
learn to take over the dribble from his team mate. 

First you dribble up close to a defender, indicating an intention to feint past him. 
Turn to shield the ball from the defender but edge him in a selected direction. Then your 
team mate can run across behind your path, take over the ball and break for goal at right 
angles to your original direction. 

Alternatively, the second attacker could approach you, his team mate, from the front, 
crossing in front of you diagonally as he takes over the ball. Whatever method you 
practise, always GO FOR GOAL when it succeeds. 


Game 5 


Now increase your teams to four-a-side but put two of each side in the two goals. 
Repeat the moves you have learnt in the other games. One attacker should move ahead 
of the player with the ball, creating depth and wall-pass situations and adding to the 
choices open. 

What can you do? You can play a one-two pass to get past the defender, or feint to pass 
and send the defender the wrong way. You can cross paths and exchange the ball, 
or simply dribble past the defender yourself. A two-to-one situation with a defender gives 
you many alternatives and a good chance of success. 


Game 6 

Now organise a more exacting four-a-side game. Start with three attackers against two 
defenders and change to three against three as the game progresses. 

The attacking players off the ball should be interchanging positions frequently, 
presenting themselves for passes, offering alternatives to the player in possession and 
problems for the defenders. 

Dribbling depends on individual skill and imagination. It is the most challenging of 
techniques, a true player-against-player contest. But remember, however brilliant the 
player, soccer is a team game and team mates must support him. Never stand still and 
watch the dribbler. Run off the ball, look for space and distract and confuse the 
opposition. You will be making it much easier for your man on the ball. 
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FEINTING 


Feinting is a sudden change of pace and direction designed to take your opponent by 
surprise. Itis a technique belonging to the advanced skills of the individual player and an 
extension of skill in dribbling. 

You all will have seen feinting in matches played to a high standard. A player pretends 
to be going in one direction, sending his opponent in hot pursuit to stop him, but suddenly 
he changes course and, with his opponent off balance, nips past him on the other side, 
Itis highly effective and invaluable in breaking through defences. 

We can set up small-sided games to learn this technique. Use a defender to create a 
life-like match situation. In the early stages of learning, itis important that the defender 
helps to create the circumstances for a feint and does not try to prevent the feint by 
tackling or cutting the practising player off. 


Game 1 


In this first game of three-a-side, dribble close up to your opponent, turn to get him on 
the side away from the ball and then, with two or three quick steps, pretend to move past 
him. The defender will be pulled out of position — following in the direction you are taking. 
Now make a sudden pivot-turn, passing your opponent on the other side and GO FOR 
GOAL! 

The sudden changes of pace will tire you quickly, Change frequently with one of your 
two team mates, but keep repeating the move until you can do it quickly and instinctively, 


Game 2 


Now extend your bag of tricks by practising the SINGLE FEINT and the DOUBLE 
FEINT, Dribble towards your opponent, pretending to,dodge past him one side.but really 
intending to go the other way, Turn your shoulders as you approach him—in the direction 
you want him to go, This is a''single” feint. 

The" double’ feint is more complex. This time you pretend to go in the direction you 
actually intend going. Then feint the other way, but accelerate into your original course. 

Do this in both directions, Practise pretending to go left, feinting to the right and 
passing the opponent on the left, and then reverse all the directions, Always GO FOR 
GOAL once you are round the defender. 

Obviously feinting cannot be stereotyped. Its success depends on its element of 
surprise, Anybody who uses the same feint too often will become predictable. 

Do the unexpected! 


Game 3 


The title of the"'left-right" or right-left’ feint gives you the feel of the rhythm. 

Dribble towards your opponent, turning to get him on your side, or completely turn your 
back on him, screening the ball from his sight. 

Now jerk the top half of your body to the right, pulling the ball with the inside of your left 
foot across to the inside of the right foot, flinging your body into a left turn. Your right foot 
will hook the ball into the turn with you, and (you hope) your opponent will have been 
“sold adummy'’ 
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Game 4 


Practise this feint the other way round (right-left), always remembering that it will be the 
sudden twist of your shoulders which will confuse your opponent into a wrong decision. 
You can also apply this feint facing an opponent. Just move the ball rapidly with the inside 
of the left foot against the inside of the right and send the rebound in the direction you 
intend moving. 

Your upper body should be leant forward, giving you balance and the facility to sway. 
But the feint should be done so quickly that both your feet will be off the ground at the 
same time. 

Look at the diagrams. You will see another possible feint. Stand to one side of the ball 
so that your playing leg can swing freely. Begin the feint with the heel of the playing leg 
raised in front of the ball, giving your opponent the impression that a back hee! could 
be intended, 

Quickly bring your foot past the ball and then move forward taking the ball with you 
Your opponent should have gone forward, anticipating the back heel. He will be 
off-balance and easily passed 


Game 5 


Now we can try a new technique. Let's call it"shearing"’ Pick two teams of three, 
but with only one from each side in the field. As you dribble the ball, looking for the 
opportunity to break through on one side, a defender approaches you from the side. 
Move the foot which last touched the ball quickly over the top of the ball without touching 
it, carrying it on with the inside of the other foot. Study the drawing closely. After frequent 
repetitions of the feint GO FOR GOAL and then change roles with the defender. 

The leg “shearing” over the ball should land sufficiently far from the ball to leave space 
to move it on freely. Make sure that the leg touches the ground at the same instant as the 
other leg makes contact with the ball, enabling you to accelerate quickly. 


Game 6 


You can feint a shot or a centre. Again there are two teams of three, with only one from 
each on the field. Start your attack, dribbling at the defender who should attempt to delay 
you or funnel back in front of you. When you are within range of the goal, pretend to shoot 
(or, if on the wing, to centre the ball). 

The normal reaction of the defender will be to jump to block the shot or cross. 

But carry the ball past him instead, giving yourself a much better chance of a clear shot 
at goal. 

When you shape up for the pretended shot or cross, do it convincingly and obviously. 
You can make this more exacting by playing two against two or three against three, or 
or even allow the defending team to have a numerical advantage 
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ATTACKING PRINCIPLES 


Attacking to score goals is the basic idea of the game of soccer. The overall objective of 
every move and strategy should be to score more goals than your opponents. Attacking 
is also a line of defence. Your opponents cannot score when you are in possession of 
the ball 

Key factors in maintaining possession and going for goal are the exploitation of space 
and the creation of depth and width in your team's movements. 

You can practise this best in five-a-side games. One player should stay behind the 
attacking four to guard his goal and with only eight players on the field there will be plenty 
of space to use and exploit. 


Game 1 

Start the attack with swift organisation of your team into deep and wide positions. 
One player should rush into a deep forward position to produce depth and two more 
move to either side of the field to create width. Frequently interchange positions but keep 
the pattern of depth and width. 


Game 2 

Now practise providing targets and creating openings. In another five-a-side game, 
the schemer should hold the ball and dribble it forward. The other attacking players 
should start sprinting to pass their marking defenders, 

Keep watching your team mates to check when to move. The move is the signal for the 
schemer to pass to one of the players; he should return it to the schemer each time until 
amature attacking move has been developed and the team can shoot. 

Attacking players without the ball should occasionally sprint a few steps and change 
direction suddenly. It will irritate and confuse your opponent so that when the time comes 
to make your real move to outrun him, he might hesitate— expecting another feint. 


Game 3 

Use the same five-a-side game to emphasise the interchanging of positions, With each 
pass, players should move into a new position, always maintaining the depth and width of 
the attack but giving alternatives to the schemer and producing space for him 

Always move towards the ball passed to you. Control it safely but do not remain still. 
Waiting for the ball makes it easy for your opponent to intercept and regain possession. 
When approaching the ball watch your surroundings, always anticipating your next move. 
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Game 4 
Again, we use the five-a-side game. This time practise one-against-one contests, 
dribbling the ball towards the defender, then passing to a colleague who should receive it 
and move, shielding the ball by playing it with the leg farthest from the opponent 
Always be forceful. Your determination will be as good a shield to the ball as your body. 
Goals are scored in an infinite variety of ways, but there are seven most common 
methods. Whatever five-a-side game you are playing in, it will provide a perfect 
opportunity to practise them 


Game 5 

Use the five-a-side game to stimulate learning to shield the ball against challenging 
opponents. 

Each player in possession dribbles the ball, provoking one against one combat. 
Then, he passes the ball to the next player, who receives and moves with the ball, 
shielding it properly by playing the ball with the leg farthest from the opponent. 

Use your will and determination to protect the ball —not just your body. 


Let us look at the seven popular scoring methods: 

A. Combinations and interpassing — a one-two wall pass, for example. 

B. Converting centres directly or by laying the ball back for a longer range shot. 
C. Rounding off a wing attack with a centre or a return pass for a long range.shot 
D.Shooting after dribbling through the defence. 

E. Long-range shots through or over the defence in a congested goal area. 


F. Crossing the path of a dribbling player, taking the ball from him and shooting.when the 
dribbling player has pulled the defender out of position 


G.Shooting after taking the ball from a dribbling player in a frontal approach to him 


Whichever way you use, GO FOR GOAL with real determination. It's what soccer is all 
about, the best part. Enjoy it! 
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DEFENDING PRINCIPLES 


In the previous chapter, we mentioned the impossibility of scoring when the other team 
has possession. It's obvious enough, but always keep it in mind. It will encourage you to 
fight hard to regain possession and return to the attack, 


Game 1 


Never waste time when your team loses possession, but revert immediately to defence. 
That means all of you, not only the back four. When your team has lost the ball, you are all 
defenders and you are still a team. You must co-operate as much in defence as in attack. 

Challenge back and pursue the opponent initiating the attack. By harrying him you may 
separate him from the ball or,at the least, force him into uncontrolled passing. That gives 
you the chance to regain possession. 


Game 2 


You can use five-a-side games to practise defence at the same time as you are 
practising attack. Funnel back when you lose the ball, delay the opposing attack by 
blocking the midfield and limiting and narrowing the space available to the opposition 

Keep up the pressure. Make it difficult for the attackers by restricting the time and 
space available to them. Jockey them in the direction you want them to go. Your own 
schemer is just as important in defence as attack, He should still be organising the team, 

Practise covering the goal side. Remember that you should be closer to your goal than 
your opponent. Position yourself behind him but on the side from which you expect him 
to receive a pass, so that you can intercept. 


Game 3 


Put this into practice in a five-a-side game. The schemer of the attacking side passes to 
the right and the left wing in turn. Each ball is returned to him. The central defender and 
free defender behind him should constantly adapt their position to the side nearest the 
ball, But the attacker must attempt to move away from the right marking and 
GO FOR GOAL. 
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Game 4 

In subsequent practice, we can learn to follow interchanging attackers within the 
danger area around the goal mouth. In this game the attacking players must keep 
changing position as the defender pursues them, keeping on ithe goal side. 

Again the attack starts with the schemer, and each pass from him is returned. 
The return pass should be the signal for changing positions and finally, in the goal area, 
the attackers should GO FOR GOAL. 


Game 5 

Defending involves tackling. But it must be properly timed. Misjudgement can let your 
opponent pass. Be on your toes. Make your tackles hard but controlled. 

There are THREE moments when you have most chance of successfully regaining 
possession of the ball.in this game, the defender intercepts before the attacker receives 
the ball. 


Game 6 

At the very moment the attacker receives the ball the defender tackles hard and gains 
possession for his team. 

Itis important to time this tackle accurately or the attacker will go past you easily. 


Game 7 
If your opponent is in possession dribbling towards you, force him away from the goal, 
towards the touch line and wait for the best moment to tackle him. 
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GOALKEERING 


The skills required to become a goalkeeper are quite different from any others, for the 
emphasis is on the hands instead of the feet. 

The main principle of goalkeeping is safety first, and the mistake ratio must be kept to a 
minimum. The goalkeeper, more than any other play on the field, carries the most 
responsibility. Every player in every other position can make mistakes that can be rectified, 
but a goalkeeper’s mistake is usually final. 

A goalkeeper must be able to catch the ball cleanly, stop shots from all angles, push 
shots round the post or over the bar, and be able to dive at the feet of oncoming strikers. 

He is the last line of defence and should also be the first line of attack. By his distribution 
of the ball, either throwing or kicking, he should find his unmarked team mates and get 
them back on attack. 

The goalkeeper is the only man allowed to use his hands in the field of play. Within the 
penalty area he may catch the ball, block it, or push it away with his hands, 

Although he may not touch the ball for long periods or be involved in the action, the 
goalkeeper must watch and study all the developments of play by his team. 

There is no special build required for a goalkeeper and they come in all shapes’and 
sizes. Like any other player in the team he must practise the skills of his position as often 
as possible. He must also be courageous, as goalkeepers pick up many knocks and 
bumps while making saves. 
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The main requirements for a goalkeeper 

Courage: The prime quality in goalkeeping. He must have the nerve to accept and 
absorb a great deal of physical contact when going for the ball. On a great number of 
occasions the goalkeeper has little chance of protecting himself and must be prepared to 
take many hard knocks. 

Agility: He must be very agile and twist his body in many positions when going for the 
ball. Special attention must be paid to agility during training sessions. 

Anticipation: He must be able to read the game and anticipate what is going to happen. 
Good anticipation makes goalkeeping look easy and it is something that can be learned 
Goalkeepers who throw themselves around at the last minute to make simple shots look 
difficult have bad anticipation and this is a deficiency in their play. 

Confidence: He must be decisive at all times and have the confidence to make up his 
mind and stick to it. A goalkeeper has only a fraction of a second to make a decision and 
once he has made it he should abide by it. 

Strength: Being so exposed a goalkeeper must be strong enough to resist the many 
physical challenges he becomes involved in. Also, being agile demands strength and 
suppleness. 


The simple basics of goalkeeping: 

1, The body must always be behind the ball when it is caught and the ball gripped firmly 
to the chest. 

2, Learn your angles, and always try to reduce your opponent's shooting angle to make 
it difficult for him to score. 

3. When you advance out of your goal always be alert and try and make sure the ball is 
not chipped or lobbed over your head. 

4, When you gain possession quickly assume an attacking position to get the ball back 
fo your team mates and into play. In such a situation, throwing or rolling the ball is 
more accurate than kicking it 

5. Try to catch the ball at all times instead of punching or palming it. 
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Catching a ball to the chest 


The fingers must be outspread and the ball smothered into the chest. Usually one hand 
is placed above and another below the ball. The same method is used when diving for 
a ball. 

When you catch a ball to your chest you should also bring your knees up. If you do this 
there is less likelihood of the ball being dislodged from your hands. 

Goalkeeping must follow the principle of safety first at all times with no risks taken. 
Ground shots often cause goalkeepers most problems, as diving downwards and being 
able to hold the ball is difficult. You must practice this and spend a great deal of time on it 
until it becomes habit forming. 
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Catching a low ball 


You must get behind the line of the ball with the legs straight or slightly bent. As soon as 
the ball is caught it must then be pulled into the chest. 

A\so, after you catch the ball, you must move quickly to get your team back into the 
attack. 
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Some goalkeepers prefer to crouch down in a sideways position when fielding a low 
ball. To do this they half-kneel on one leg to catch the ball and pull it in to their chest. 

If you use this method you must always remember not to stick your knee out and allow 
the ball to hit it and bounce out of reach. 

This position gives maximum cover behind the ball and is very safe. 


Pushing the ball over the crossbar or round the post 


When a goalkeeper cannot catch a high ball, because he is surrounded by players, he 
will have to push it over the crossbar or round the post. 

On such occasions it is better to use two hands. However, a one-handed effort can 
gain extra distance and is often used. In such situations it is much better to palm the ball to 
Safety. There is a greater risk involved in punching the ball or flicking it with the back of the 
hand, 

Here are some points that must be remembered when dealing with such a situation. 

Always punch through the ball and never at it. Make your attempt to go for the ball early 
and never leave it late otherwise you will be beaten. Always concentrate on the ball and 
forget any players that may be around you. At all times the accent must be on clearing the 
ball from your goal and keeping it intact. 

When you give away a corner kick, make sure that the ball goes out of play, and take 


no risks whatsoever. 
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Catching a high ball 

Both hands must be behind the ball with the fingers outspread. Eyes must be focused 
on the ball at all times. As soon as your hands grasp the ball it must then be brought to 
the chest immediately. 

You must jump to your greatest height in most situations when catching a high ball. To 
achieve this, take off on one foot with a stride and bend your “free leg” as you bring it 
upwards, 

This will give you more height and it is similar to the movement of a high jumper. Also, 
bending your knee and bringing it up acts as a “bumper guard” against any possible 
injury. 

You must concentrate on getting the ball and clutching it at all times when in this 
situation 


Throwing the ball 


The throwing action is like the overarm bowling action in cricket. However, if your team 
mate is not too far away the ball can be rolled along the ground or lobbed to him 
underhand. 

You must also remember that you cannot take more than four steps with the ball when 
you are holding it. If you do, an indirect free kick will be given against you - 

Therefore you can do two things when you have the ball: throw it quickly or drop it on 
the ground and dribble it to the edge of the penalty box from where you can then throw it. 

Always remember to be accurate with your throw, otherwise you will put a team mate 
in trouble. 


60 


Angles 

By coming out to meet an oncoming attacker, the goalkeeper can reduce the striker's 
target. A goalkeeper must learn to judge angles. 

It is much better to be a goalkeeper who knows his angles and can use this method 
than a goalkeeper who sticks to his line. 

Line goalkeepers are always excellent shot stoppers and always seem to have good 
reflexes. However they seem to have a mental block when they have to venture off their 
line and this adds a great deal of confusion to the defence. 

A goalkeeper must be a confident player who can command his own area and give 
confidence to his defence. 

To be this a goalkeeper must learn to judge angles and always narrow down the 
shooting target of the opposition. 


Incorrect 


Correct 


Training activities for goalkeepers 

To become a good goalkeeper takes dedication and a great deal of hard work and 
training. A daily routine should be adopted and as well as skill practice, time must be 
allotted to agility and fitness training 

Pressure training: Players form a semi-circle in front of goal but outside the penalty 
area. Each player has a ball. The players then take turns shooting for goal while the 
goalkeeper tries to save. Use two goalkeepers and rotate when tired 

Distribution practice: The goalkeeper and team mate stand 10 metres apart. The 
goalkeeper throws, rolls, and kicks the ball to his partner. The partner controls the ball and 
shoots it back at the goalkeeper. The distance between the two players should be 
increased gradually. 

Wall training: This drill can be used on a wall or a shooting board or in a gymnasium. 
The goalkeeper faces the wall while two servers stand behind him to his left and right. The 
two servers then take turn in kicking or throwing the ball against the wall and the 
goalkeeper must save the rebound. The goalkeeper cannot see the ball until very late and 
this is excellent training for his reflexes. 

Jump rolls: Holding a ball, the goalkeeper does a forward roll and immediately 
afterwards a high jump in the air. This is repeated five times without stopping. Try different 
rolls — forwards, backwards, and sideways. 

Catch and roll: The goalkeeper throws the ball in the air about 2 or 3 metres high. Then 
he does a quick forward roll and dives or catches the bouncing ball. Set the target to 
catch the ball before it bounces two or three times. 
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There is no substitute for skill in soccer 
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Good ball control is necessary to break through a tight defence 
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It takes perfect timing to win heading duels 


Strikers must go for goal at all times 
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Safety first at all times is a rule of goalkeeping 
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THROWN 


A throw-in is awarded when the ball passes beyond the touch line and it is awarded 
against the tearm that last touched the ball. 

The throw-in is important to a team as it gains the advantage of being in possession of 
the ball. Many goals are scored from throw-in situations. 

There are three types of throws: the standing throw, the running throw, and the long 
throw. 


The basics of the throw-in: 

1. Face the field of play and have both feet behind or on the touch line, about shoulder- 
width apart. Look for a team mate who has made position to receive the ball 

2. With your fingers spread around the ball, take it behind the head. 

3, ‘From behind your head, the ball should be thrown forward in one motion while 
arching your back and bending your knees slightly. Keep both feet on the ground. 
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Since the game of soccer first became organised in the 1860s, there have been 
numerous systems of play devised. 

When the game first started in England, there was the "kick-and-rush" system, which 
amounted to kicking the ball as far into the opposition half as possible and then rushing in 
after it. 

However, when the Scots became involved in the game, they introduced an educated 
passing system into soccer. This entertaining style of close passing and pattern weaving 
was later adopted by the Europeans and South Americans, who are now very proficient 
at it. 

As soccer became more professional, it became more defensive. The emphasis 
gradually drew away from all-out attacking play and focused on packed midfields and 
defences. 

In modern soccer the 4-4-2 system, with emphasis on a packed midfield, is popular. 
Also, many teams play in a 4-3-3 or a 4-2-4 formation. 

However, in junior soccer, too much emphasis placed on systems and tactics can have 
an adverse effect on the players. Strict intricate systems sometimes mean that the young 
players do not enjoy their game. 

“Win-at-all-costs” tactics are also something that should not be part of the young 
players education. “Enjoyment” must be the name of the game at junior level at all times. 

The following pages demonstrate the most popular systems from the 1860s until the 
present time. 
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1, The early game, with seven and sometimes eight forwards. 


2. Inthe 1870s a stronger midfield was adopted 
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4. The famous WM formation of the 1930s with a centre- back. 


%2 


5. The 4-2-4 formation that has been so successful 


6. The "“Catenaccio" stems from Italy, with the libero at the back 
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7. The 4-3-3 system, introduced by England in 1966. 


8. The 4-4-2 system with the packed midfield. 


This section is designed to help players learn the basic rules of soccer. 

The first half of this book teaches young players how to play competitive soccer: how to 
score goals and how to succeed. 

But to'be successful you must also play fair and you cannot do this unless you know 
the main rules of the game. 

This chapter is abbreviated from the Laws of the Game as decided by the International 
Board and published by FIFA, and is indeed a very important part of the education of the 
young player. 
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Basic Laws for Junior Games 


Law 1: The field of play 


The diagrams on pages 74 and 75 show the large field of play, with markings and 
dimensions, and a small field of play for junior games. 

Note: The lines indicated in the field of play must be marked so as to be clearly visible. 
They form part of the playing area they mark. 

Breadth and length of the field of play should be in the proportion of 2 to 3. (Usual 
dimensions of the large field of play: 68 to 70 metres wide, 105 metres long.) 


Law 2: The ball 


The usual playing ball for juniors and seniors should measure between 68 centimetres 
and 71 centimetres in circumference, and weigh between 396 grams and 453 grams. 
For school games suitably smaller and lighter balls should be used. 


Law 3: Number of players 


(a) The game is played between two teams, neither of which must number more than 
eleven players. At the beginning of the game at least eight players must be present. 
This number can be increased to eleven by the end of play. 

(b) Substitutes up to a maximum of two players for each team are allowed in accordance 
with internationally valid rules of the FIFA with the agreement of the national 
associations. In junior games players may be substituted as seems desirable by 
previous arrangement between the two teams. Players who have been sent off for the 
entire duration of the game may not be replaced. 

(c) Seven-a-side matches are permissible in junior soccer. 
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Law 4: Players’ equipment 

A player must not wear anything which is dangerous to another player. This applies 
particularly to boots, which are the most important part of a player's equipment. The 
Clothing worn by a team must be clearly distinguishable in colour from the other team. 
The colour of the goalkeeper's clothing must be distinguishable from that of the other 
players. 


Law 5: The referee 


A referee shall be appointed for each game who shall enforce the rules. His decision on 
points of fact connected with the play shall be final so far as the result of the game is 
Concerned. His power of penalising extends to offences committed when play has been 
temporarily suspended or when the ball is out of play. He shall refrain from penalising in 
Cases where he is satisfied that by thus refraining he will be giving an advantage to the 
opposing team, 

The referee shall keep a record of the game, act as a timekeeper, and allow the full or 
agreed time, adding thereto in each half of the game time lost through accident or other 
cause. 

The referee can suspend the game at any time for any infringement of the rules and 
can terminate it by reason of bad weather or other sufficient cause. 

The referee has the right to caution any player Quilty of misconduct or ungentlemanly 
behaviour and, if he persists, to suspend him from further participation in the game. He 
can, without previous caution, send off the field any player who is guilty of gross 
misconduct. 

Note: (a) The referee can make a decision retrospective only for as long as play has not 
been resumed. (b) If the referee has “played the advantage rule” and allowed play to 
continue he cannot revoke his decision because no such advantage has been gained: he 
should nevertheless warn the offending player where necessary, 
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Law 6: The linesmen 


The referee is generally assisted by two linesmen. They help him to control the game in 
accordance with the laws (e.g. by helping him to judge when a player is offside). They 
indicate when the ball is out of play, and which side is entitled to the corner kick, goal kick, 
or throw-in. The linesmen’s signals are merely indications; only the referee can make a 
decision. 


Law 7: Duration of the game 


Seniors: two halves each of 45 minutes. 
A-juniors (16-18): twice 40 minutes. 
B-juniors (14-16 years): twice 35 minutes. 
C-juniors (12-14 years): twice 30 minutes. 
D-juniors (10-12 years): twice 25 minutes. 
E-juniors (under 10 years): twice 20 minutes. 
The half-time interval in the changing-room shall not exceed five minutes. 
In short tournament games the total playing time laid down for a particular age group 
must not be exceeded on any one day. 


Law 8: The start of play 


At the beginning of the game, choice of ends and the kick-off shall be decided by the 
toss of a coin. The game shall be started by a player kicking-off the ball, while it is 
stationary on the ground in the centre of the field of play, towards the opposing goal. The 
ball is in play when it has travelled the distance of its own circumference. Every player shall 
be in his own half of the field and every player shall remain not less than 9:15 metres from 
the ball until it has been kicked- off. 


L Distance of circumference of batt_| 
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Law 9: Ball in and out of play 


The ball is out of play when: it has wholly crossed the goal line or touch line, whether on 
the ground or in the air, or when the game has been stopped by the referee. 
The ball is in play when: 
(a) it rebounds from a goal-post, crossbar, or corner flag; 
(b) it is touched by the referee or a linesman when they are on the field of play, and 
(c) as long as the referee has not suspended play by blowing his whistle. 
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Law 10: How a goal is scored 

A goal is scored when the whole of the ball has passed over the goal line, between the 
goal-posts and under the crossbar, provided it has not been handled by an attacking 
player. 


E No goal 
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Law 11: Offside 


A player is offside if he is nearer his opponents goal line than the ball at the moment the 

ball is played unless: 

(a) he is in his own half of the field of play: 

(b) there are two of his opponents nearer to their own goal line than he is; 

(c) the ball touched an opponent, or was played by him; 

(d) he receives the ball direct from a goal kick, a corner kick, a throw-in, or when itis 
dropped by the referee. 

Note: (a) It does not matter where the player is when he receives the ball; what matters 
is his position the moment the ball is played to him. (bb) A player in an offside position shall 
not be penalised unless, in the opinion of the referee, he is interfering with play or 
impeding an opponent, or is seeking to gain an advantage by being in an offside position. 


For an infringement of the offside law, an indirect free kick shall be taken by a player of 
the opposing team, from the place where the infringement occurred. 
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Law 12: Fouls and misconduct 


(a) A player shall be penalised if he intentionally commits any of the following nine 
offences: 


1. Kicks, or attempts, to kick, an opponent, 
2. Trips, including throwing or attempting to throw an opponent, by the use of the 
legs, or by stooping in front of or behind him: 


3. Jumps at an opponent; 
4. Charges into an opponent in a violent or dangerous manner, 


5. Charges into an opponent from behind, unless the latter is obstructing, 
6. Strikes, or attempts to strike, an opponent, 
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7. Holds an opponent with his hand or any part of his arm: 
8.* Pushes an opponent with his hand or any part of his body: 


9. Handles the ball, that is, holds it with his arm or hand or throws, carries, or 
propels it. (This does not apply to the goalkeeper within his own penalty area.) 


A, B, and C are all handling 


If a player intentionally commits any of the above nine offences the punishment is a 
direct free kick. If he does so within his own penalty area, a penalty kick is to be awarded 
instead of a direct free kick. The penalty kick is taken from the Penalty mark. 


85 


(b) _ Itis also an offence to: 
1. Play dangerously; 
2. Charge or obstruct an opponent without intending to play the ball; 


3. Charge the goalkeeper, except when he is holding the ball or wilfully obstructing 
an opponent or has stepped outside the goal area; . 


Goal area 


4. When playing as goalkeeper, take more than four steps with the ball in 
‘one's hand without releasing it. 
The punishment for these offences is an indirect free kick. 

(c)_ Itis also an offence to come on to the field of play unless the referee has indicated his 
assent. A player who commits this offence shall be cautioned and the game 
resumed by the referee dropping the ball. 

(d) A player who is guilty of misconduct, including misconduct towards the referee, shall 
be cautioned and the game resumed by an indirect free kick. 

(e) The referee can order players off the field for persistent misconduct and 
infringements of the laws of the game. 
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Law 13: The free kick 


When a free kick is taken the ball must be stationary on the ground at the spot where 
the offence was committed. The ball may be kicked in any direction. Players of the 
Opposite side must remain 9:15 metres away from the ball until the free kick is taken 

A goal can be scored direct from a direct free kick, but a goal can be scored from an 
indirect free kick only if a player other than the kicker has first played the ball. Touching the 
ball while in flight counts as playing it. 

Note: If the kicker, after taking the free kick, plays the ball a second time before it has 
been touched or played by another player, an indirect free kick shall be taken by a player 
of the opposing team from the spot where the infringement occurred 
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Direct free kick 915m 


Indirect free kick 


Law 14: The penalty kick 


A penalty kick shall be awarded if a player of the defending team, in his own penalty 
area, commits any of the nine offences mentioned in the first section of Law 12. 

The penalty kick shall be taken from the penalty mark. When it is being taken all players, 
with the exception of the player taking the kick and the opposing goalkeeper, must be: 
(a) at least 9-15 metres from the ball, 
(b) in the field of play, and 
(c) outside the penalty area. 

The opposing goalkeeper must stand on his own goal line until the ball is kicked. The 
player taking the kick must not play the ball a second time until another player has 
touched it. 
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Goal area 


Penalty area 


While the penalty kick is being taken the offside rule remains in force. 

If a player of the atlacking team runs forward too soon then, if a goal is scored, the 
penalty kick must be retaken; if a goal is not scored, then a goal kick must be awarded. 

If a player of the defending team runs forward too soon then, if a goal is scored, a goal 
must be awarded; if no goal is scored the penalty kick must be retaken. 
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If the ball rebounds from the goal-post or crossbar the player taking the penalty kick 
must not play the ball a second time. 

If necessary, time of play shall be extended at half-time or full-time to allow a penalty 
kick to be taken for an offence committed during the playing period. 


Law 15: The throw-in 

When the ball passes over the touch line then it shall be thrown into the field of play, 
from the point where it crossed the line, by a player of the team opposite to that of the 
Player who last touched it 

The thrower shall deliver the ball with both hands from behind and over his head. He 
must face the field of play and his feet must be on or outside the touch line. 

The thrower shall not play the ball again until it has been touched by another player. A 
goal shall not be scored direct from a throw-in. 


Correct 


Incorrect 


If the ball is improperly thrown-in, the throw-in shall be taken by a player of the 
Opposing team 
A player who receives the ball direct from a throw-in cannot be offside. 
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Law 16: The goal kick 

A goal kick shall be awarded if a player of the attacking team kicks the ball over the goal 
line of the opposing team and out of the field of play. The goal kick is taken by a player of 
the defending team kicking the ball out of the goal area direct into the field of play. 

Note: The ball must pass out of the penalty area direct into the field of play, and the 
players of the opposing team must keep out of the penalty area until the goal kick is taken, 
otherwise the goal kick must be retaken. A goal cannot be scored direct from a goal kick. 
A player who receives the ball direct from a goal kick cannot be offside. 


Law 17: The corner kick 

Acorner kick shall be awarded if a player of the defending team kicks the ball over his 
‘own goal line and out of the field of play. The corner kick is taken by a player of the 
attacking team kicking the ball into the field of play from the corner flag nearest to which 
the ball went over the touch line. Players of the opposing team must remain 9:15 metres 
from the ball until the corner kick has been taken. A goal can be scored direct from a 
corner kick. A player who receives the ball direct from a corner kick cannot be offside. 
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7 3 BECOME 
INREREREES 


The prerequisites 


The gods have decreed that without toil there shall be no reward, This goes for soccer 
refereeing too. However, anyone who has the necessary aptitude and is prepared to take 
the trouble to become acquainted with the basically simple Laws of the Game will have no 
difficulty in becoming a good referee. Anyone who wants to take up refereeing seriously 
can get right to the top if he chooses. 

What must you do to become a referee? In the first place, you must be at least sixteen 
years old. You must be capable of taking in a situation at a glance, you must keep your 
wits about you at all times, and be physically fit. You must be friendly but firm. You must 
be able to put yourself in the other person's place. Alll these qualities can be developed if 
the will is there. Let us consider some of them more closely. 

A referee must have good eyesight to see exactly what is taking place on the field of 
play. Obviously, physical fitness is important. Having made his decisions, the referee must 
have the courage to carry them out. He must have a strong personality. He must be 
completely unbiased, stick to his rulings, and must not be affected by pressure from 
players and spectators alike. 

He must have an understanding of human nature and be conscious of the fact that he 
alone is the “judge” of the game. So, if you want to be a referee, you must ask yourself in 
all honesty whether you possess the necessary qualities of physique and character and 
are prepared to develop them to the full 


How to find out about training courses 


Arrangements for the training of referees vary from country to country. However, if you 
want to become a referee, a sensible first step would be to talk to your school teacher or 
sports coach. He or she will probably know how to put you in touch with the appropriate 
organisation. Usually the national soccer association run such courses, but you will 
probably have to apply via your soccer club or a local sports organisation to which you 
belong. In certain cases, you might be able to apply to the soccer association direct. 

Most courses end with an examination. These usually concentrate on essential basic 
knowledge. Those who pass are authorised to referee games — normally school and 
junior games first. If a referee does well at these, he can expect to be asked to officiate at 
higher division matches when he becomes more experienced. 
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The equipment 
The correct equipment for a referee is: 
1. A black jacket or shirt; 
2. Black shorts. 


It's worthwhile 

A referee's job, if carried out properly, forms an integral part of the attraction of soccer as a 
Popular sport. The better you are at the job, the greater will be the satisfaction you will 
derive from it and the more you will be respected by both players and spectators. As a 
referee, you will be authorised to take whatever action is required and you will have the full 
support of those responsible for your appointment. 
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Hints for the young player 
1. In positional play always give yourself the edge over your opponent. 
2. Always be alert and thinking. 
3. Give yourself plenty of room — do not hide behind opposing players. 
4. Keep on the move. 
5. Make the ball do the work. 
6. Try notto dribble when a pass can do the job required 
7. Always help the player on the ball find you, instead of making him look 
for you. 
8. Always back up the player on the ball and help him 
9. Use the “cross-field” ball to open up play. 
10. Move the ball first time (one touch) as often as possible. 
11. Shoot for goal as often as possible. 
12. Always go to meet the ball, never wait until it comes to you 
13. Pass accurately. 
14. Never be static, and take the ball on the move as often as possible. 
15. Make position and do not stand around when not in possession of the ball. 
16. Always encourage your team mates. 
17. Quickly assess your opponent's weaknesses. 
18. Practise your skills. 
19, Have confidence in your own ability. 
20. 


Above all, play as a member of the team, not as an individual 
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EPILOGUE 


It is not the “doing” that is the most important thing, but the “trying” to be. All the world 
loves a “trier” and that is something at which every player can succeed, 

Always carry on when not successful and never give in. Be a player who finds working 
hard for what you want to be normal, and a player who is surprised when you find that 
others expect short cuts. 

Always seek or find the best, whether it be in sport, club, places, or persons. 

Remember that practise and training are acts of faith and you must believe in them. 
You-must believe that through training you will become fitter and stronger. You must 
believe that through constant practise with the ball you will become more skilful. You must 
believe that through practise and training your performances will improve and continue to 
improve indefinitely. 

Become a fanatic for hard work and enthusiastic enough to enjoy it. Never at any time 
think you know everything, for in soccer one never stops learning day by day. 

Strive to gain the respect of those around you especially those above you in age and 
position. 

\f you cannot become a top international soccer player don't be downhearted. Above 
all, enjoy your game and “have a go” whatever level you play at. 
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